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Pokémon Match 

An alternate setting for Reflections* 

Two Pokémon Trainers find themselves in the match of a lifetime.  To be the very best.  

To catch them all.  These are what forge the powerful mettle that makes up the people 

who become Trainers.  Their respective journeys, with all the attendant friends and 

foes, victories and defeats, have brought these two Trainers to this climactic battle.  It’s 

for the title.  It’s for honor.  It’s for their ideals.  It’s for the last piece of Mago Berry 

Cake.  It’s a Pokémon battle, and both of your skills will be put to the test. 

The Prologue 

Pokémon Match begins with each player taking the role of rival Trainers in the 
wonderful world of Pokémon.  Each player reads aloud the first part of each statement, 
then fills in the blank.  Through this responsive recitation, the two players set the scene 
for the story. 

Player 1: Our journey has been one of _____________________ 

Player 2: Our arena for this battle is __________________ 

Player 1: I remember when you were _____________________ 

Player 2: Our rivalry began when _________________ 

Player 1: My name is ________________, and it’s my destiny to become _____________ 

Player 2: My name is ________________, and I shall be_____________________ 

  

                                                 
* Reflections is copyright © 2016 Third Act Publishing/Jim McClure.  All rights reserved. 
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The Friendship Arc 

Early on in their journey, two Trainers became friends.  Perhaps they were wide-eyed 
hopefuls excited about their Pokémon Adventure.  Perhaps they were both serious 
challengers with difficult pasts but a strong bond that united them.  However it came 
about, in this scene, you tell the story of how you became friends, and what drew you 
together. 

Build trust in this scene, establishing what your relationship is built upon.  This scene 
needs no high stakes or conflict.  It could be set in your hometown, in a Bug-riddled 
forest where two wide-eyed Trainers take on their first challenge, on a dock fishing for 
Magikarp.  We begin in peace, with a sense of excitement for the future. 

Objectives: 
1 Die: Choose your own objective: ___________ 
2 Dice: Get your rival to agree to do something for you in the future 
3 Dice: Get your rival to give you a personal item 
4 Dice: Get your rival to reveal their greatest personal weakness 

The Ideals Arc 

In this scene, you show how your values differ.  Each of you cares about different 
things, or maybe you care for the same thing, but in different ways.  Whatever the 
reason, you see the wedge that will one day drive you apart. 

This is a scene all about ideological conflict.  A high-stakes Gym battle, the takedown of 
an evil team’s hideout, a Contest are all excellent settings.  Both Trainers come with 
different goals or interests, and both will likely leave dissatisfied.  This scene works best 
when there is an external conflict or situation in which only one side can possibly get 
what they want. 

Objectives: 
1 Die: Choose your own objective: ___________ 
2 Dice: Get your rival to do something for selfish reasons 
3 Dice: Get your rival to cross a moral boundary 
4 Dice: Get your rival to injure another person or Pokémon 
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The Parting Arc 

The conflict between you escalates.  Mistrust turns to hatred.  Humility turns to 
jealousy. 

One or both Trainers should be seeking help from the other.  Conflict and strong 
emotions permeate the scene.  The principles of each Trainer come into direct conflict.  
By the end of this scene, you will understand exactly why the two of you will need to 
meet in a Pokémon arena. 

Objectives: 
1 Die: Choose your own objective: ___________ 
2 Dice: Get your rival to speak out against you 
3 Dice: Get your rival to leave an important battle before it’s over 
4 Dice: Get your rival to break a promise made earlier 

The Reunion of Changed Friends 

There’s a last chance for friendship to win out.  This is a scene all about peace, and the 
threats to your relationship are at least taking a break for now. 

The setting should be low-stress, similar to the first scene, but even calmer, like a safari 
or a ride in a cruise ship.  The Trainers can come together here as equals and talk over 
their issues.  There are still scars, but you can remember that there was a time you were 
friends. 

A lot depends on this scene.  The final scene will decide whether the friendship 
reforged here lives or dies, but here we will see how strong we can make it. 

Objectives: 
1 Die: Choose your own objective: ___________ 
2 Dice: Get your rival to agree to say something admirable about you 
3 Dice: Get your rival to admit something they did wrong 
4 Dice: Get your rival to ask you for help 

The Final Conflict 

Emotions are going to come to their highest point—Note: this doesn’t mean that you 
hate one another again, but that is certainly possible.  In this combat, you fight for your 
goals, your principles, for titles.  Is it a Championship?  Is it a personal score?  Are you 
friends?  Are you enemies?  It all comes to a head here at the final conflict. 
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When setting this scene, reference the Prologue story—it should match the “Our arena 
for this battle is ________” declaration.  It should be inspired by the events that occurred 
over the last four scenes.  All key components should come together here, and the battle 
between Pokémon will be one for the ages. 

Objectives: 
1 Die: Choose your own objective: ___________ 
2 Dice: Take something important away from your rival 
3 Dice: Get your rival to renounce something they once believed in 
4 Dice: Get your rival to call out their Pokémon first 

Scoring & playing the final scene: 

In this version of Reflections, “hatred” is called “passion” and represents each Trainer’s 
emotional investment in overcoming their failures.  This could be manifested as anger or 
hatred, just as much as it could be manifested as love or devotion. 

Before the final showdown, double the amount of dice and passion dice each player 
has.  (This will make it easier to distribute dice for the Pokémon battles.) 

Scoring works just like a normal game of Reflections, however, you will score a total of 
6 times, representing your 6 Pokémon.  When the final combat begins, each player 
doubles the amount of dice and Passion dice in their pools.  Then, for each Pokémon-v-
Pokémon battle, select any number of dice from your pool and roll them, saving the rest 
for later Pokémon.  The first time you roll, score the dice and then remove the dice that 
scored from the game (including scoring Passion dice).  Next time you roll, you can roll 
the remaining dice that didn’t score previously.  This means it might be wiser to save 
your Passion dice for later on, and not use them all up in the first few rounds.  If the two 
opposing dice rolls are a tie, eliminate the highest scoring dice and count the next 
highest scores. 

Some ties will be eliminated based on type-effectiveness, however, according to the 
following rules: 

You are attacking. Your dice get a +.5 multiplier for each type you have an advantage 
on and a -.5 multiplier for each type you are resisted (must have a minimum of 1 die). If 
you are dual typed, you pick one (implying you only use one kind of attack). Examples: 
Machamp vs Bisharp, both bring 4 dice. Machamp has advantage over dark and steel so 
it is +.5 and +.5 to double the dice at 8. Bisharp would use Steel type attacks against 
Machamp since they are neutral so it keeps all 4 dice. If it chose dark, it would only 
bring 2 dice. 
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Charmeleon vs Lombre: both bring 3 dice. Charmeleon would be resisted by water but 
super effective against grass, so it hit neutral. Water is super effective against fire so it 
gets 1.5 multiplier of 4.5 dice to round up to 5. 

Lucario vs Regirock. Lucario brings 4 dice, Regirock brings 8 dice. Lucario has 
advantages with both types to rock, but can only attack with one move at a time getting 
a 1.5 multiplier to 6 dice. Rock attacks are resisted by steel and fighting so, it is -.5 and -
.5, so a multiplier of 0. Even though they brought 8 dice, the multiplier is 0. But they get 
one die to use. This would be the same rule for immunities. 

Multiplier of 0, but you get one die. Passion dice are not effected by weakness and 
resistance. 

If there is a tie with the top scoring dice, each trainer should count their next highest 
scored dice.  For example, both player 1 and player 2 have a high of one 6.  Player 1’s 
next highest die is one 5, and player 2 has two 4’s.  Player 1 wins.  In the rare event that 
each player rolls an identical set of dice, it’s a double-KO! 

A final winner is declared when one trainer wins 4 rounds (even if there are still rounds 
to go afterward), or when one player wins a majority of the battles.  If the final round 
ends with each player having won 3 rounds, each player selects one of their previously 
victorious Pokémon and does a Sudden-Death round.  Return the amount of dice each 
trainer earned throughout the game to the original (half), and roll all dice as in a normal 
Reflections game, and the winner of this round is the final winner. 

Describe how you depart, one or both of you walking off into the sunset while 
orchestral pop music starts to swell. 


